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3D Paint Systems
Vertex Colors: Hanrahan & Haeberli 1990
Texture Maps: Daily & Kiss 1995

3D Texture Mapping
Peachy 1985
Perlin 1985

Automatic UV Assignment
Levy et al. 2002

Hierarchical Images & Volumes
Octrees: Samet 1990
Multiresolution 2D painting: Berman et al. 1994
Volume Rendering: Wilhelms & Van Gelder 1994
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Typical Case: “The 1/3 Rule”

Comparing the Octex to the typical UV 
mapping where equal area is the goal, if only 
1/3 of the model ends up one level less 
detailed in the tree, the Octex has fewer 
nodes than the flat map has pixels.
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• Remove children matching parent
• Parents without children lose second color
• Remove children similar to parent (lossy
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